







WARNING: PLEASE READ THE ENCLOSED 
CONSUMER INFORMATION & PRECAUTIONS 
BOOKLET CAREFULLY BEFORE USING YOUR 
NINTENDO^ HARDWARE SYSTEM OR GAME 
PAG. 


CMinTendcQ 

NIHTEWDO. SUPEffl NINTENDO 
ENTERTAINMENT EiV^TEM AND THE 
OFFlCkT SEflLS- Wtt HESiSTEHED 
TRADEMARKS Of NINTENDO OF 
AMEHIEA INC. 

S lS9l NINTElNOOOf A.'yERlCA INC. 



THIS official SE-Al IS VOUFt 
ASSURANCE THAT MINT^NCO 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LD0 « for THIS- 
SEAL WHEN DUYlNS GAMES AMO 
ACCESSORIES TO ENSURE DOW- 
PL£r£ COMPATIEILITY WfTH YOUR 
SUPER NINTENDO EwTePlTAINMENT 
SYSTEM ALL NINTEHCO PRODUCTS 
ARE LICENSED BY SALE FQR USE 
ONLY WITH OTHER: AUfHDHIiCED 
PRODkffiTS eEARING THE CTFlClAL 
NINTENDO SEAL OF QUALITV 


GET IN THE THICK 
OFTHEACnON 

Have you ever dreamed of what it most be like to be 
Hulk Hogan, drawing your inspiration from the cheers 
of tens of thousands of fans as you struggle against the 
brawny might of the massive Undertaker? 

Did you ever wonder how it might feel to be a member 
of the Legion of Doom, leveling an opponent like 
Earthquake or Typhoon of the Natural Disasters, with a 
thundering clothesline or a precision dropkick? 

Have you ever imagined possessing the awesome 
power of Sid justice or Randy ''Macho Man"' Savage, 
the cold and calculating mind of Jake "'the Snake" 
Roberts or the "Million Dollar Man" Ted DfBiase? 

Now, with WWF Super WrestleMania;: you don't 
have to dream, wonder or imagine any longer. All of 
the power and abilities of 10 of the greatest wrestlers 
ever to set foot in the WWF sguared circle are in the 
palm of your hand. You can be whoever you want to 
be and test your grappling skills against the best ath¬ 
letes in the world today! 

As "Macho Man" Randy Savage, you can hurl your 
opponent from the ring to the floor of the arena, climb 
to the top turnbuckle and deliver a punishing flying leg* 
drop. As the Immortal "Hulkster," you can be in control 
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of Hulkarnan[a...the greatest force in all of wrestling. 

You can wrestle in one-on-one competition against the 
computer or a friend. You can control two wrestlers in 
a tag team competition. Or you can face the ultimate 
challenge of a four-on-four Survivor Series! 

No matter which way you decide to play^ you will expe¬ 
rience all of the sights, sounds and sensations of the 
ring wars like you never have before. Get ready to enter 
a new dimension in mat action. Get ready for WWF 

Super WrestleManla. 


BEFORE THE 
OPENING BELL 


LOADING 

1) Make sure the Power Switch is OFF. 



2) insert your WWf Super WrestleMania Came Pak 
as described in your Super Nintendo Entertainment 
System manual. 

3) Turn the Power Switch 
ON. When you see the 
WWF Super Wrestle- 
Mania title screen, press 
the START BUTTON on your 
controller. 


WWF Super WrestieMania gives you over a dozen 
different ways to play: One or two players can compete 
in one of three match formats at any one of three levels 
of difficulty. 

After loading your game cartridge and pressing the 
START BUTTON, you will see the first of three selection 
screens. Use the UP and DOWN CONTROL PAD 
ARROWS to make your choice on each screen, 

FIRST SELECTION SCREEN - choose between one and 
two player mode. 

SECOND SELECTION 
SCREEN - choose one 
of three match 
types: 

a) One-on-One 

b) Tag Team 
(Two-on-Two) 

c) Survivor Series 
(Four-on-Four) 

THIRD SELECTION SCREEN - choose one of three levels 
of difficulty (only in One Player Mode): 

a) Easy 

b) Medium 

c) Hard 

Once you have completed all three selection screens^ it is 
time to decide which wrestler (or wrestlers) you want to be. 
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CHOOSING YOUR 
WRESTLERS 

The computer will 
now ask you to 
choose your wrestler 
or wrestlers (or, in 
the case of a Survivor 
Series bout, a cap¬ 
tain), Use the CON¬ 
TROL PAD ARROWS 
to scroll through the 
10 different wrestlers. 

When you are ready 
to select a wrestler, press the X, Y, A or B BUTTON, 

The number of wrestlers you must select will be 
determined by the type of game you are playing: 

ONE PLAYER MODE - you select your wrestler, the 
computer will select your opponent, 

TAG TEAM MATCH - you select your two wrestlers, 
the computer will select your opponents, 

SURVIVOR SERIES - you select your four wrestlers, 
the computer will select your opponents. 
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Referee 


THE MATCH 


The following screen shot shows you the standard Ring 
Screen* The callouts tell you what to look for. Use the 
CONTROL PAD ARROWS to move your wrestler around 
the ring and combine this with some of the other con¬ 
trols to have your wrestler perform up to his true WWF 
Superstar potential. 


Energy Bar 


Energy Bar 
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MOVES AND MANEUVERS 

WHEN BOTH WRESTLERS ARE STANDING: 


B BUTTON 



X BUTTON 

lock up with 
your opponent 



V BUTTON 
foiiovved by 
A BUTTON 

fun, flying 
droph'ck 



A BUTTON 
kick 


Y BUTTON 
run 



WHEN YOU ARE LOCKED UP: 

(landyou have the advantage ...your man h kantng fOrvwsiHid) 

NOTEl To gain the advantage, continuously press the button of the 
inove you want to perform. 


g BUTTON 
bodyshm 


X BURON 
lupfex 



A BUTTON 
heodfjoff 




NOTE; If ytwi have your opponent locked up near the ropes and you 
gain the advantage, press the ¥ BUTTON and you will throw htm 
6 out of the ring, See THE ACTION SPILLS OUT OF THE RING, page 7. 


PRESSING YOUR ADVANTAGE 
...TRYING FOR THE PIN 

WHEN YOUR OPPONENT IS DOWN: 


B BUTTON 
eibowdfop 


A BUTTON 

jfOJTTp 





X BUnON 


trying hr the pin 
(position your 
wrestler rjear 
yot^r op{^nent*s 
midsection while 
pressing the X BUTTON.) 



X BUTTON 

Puli your oppo¬ 
nent to hj's feet 
(position yoyr 
wrestfer near 
your opponent's 
head while pressing the X SUTTON J 


V BUTTON 
followed by 
B BUTTON 

dying elhowdrop 
(press the Y 
BUTTON to run 
across Ihe ring, thenf os yow return 
to where your opponent is hying on 
the mat, press the & BUTTON This 
n]ove con also be performed off the 
ropes.) 



NOTE; Once you have your opponent pinned, repeatedly press ANY 
BUTTON on your Controller to hold him to the mat. 

THE ACTION SPILLS 
OUT OF THE RING 

WHEN ONE WRESTLER HAS BEEN THROWN OUT OF THE RING: 


LEFT or RIGHT 
CONTROL PAD 
ARROW 
followed by 
Y BUTTON 
>vci//(; to the 



ropes^r exit the ring 


LEFT or RIGHT 
CONTROL PAD 
ARROWS 
waik tojhsrapffi,. 
entor the ring 
ouiomotkoify 



NOTE: You may only leave and enter the ring from the sides, not the 
front. 7 























WRESTLING DEFENSIVELY 

WHEN YOUR OIWNENT IS RUNNING TOWARDS YOU: 


B BUTTON 
hjjpfosi 


X BUTTON 
dothesiine 





A BUTTON 
fiying dropkkk 


Y BUTTON 
fun 



NOTE: If you hiptoss youf opponent near the ropes, you will throw 
him out of the ring. See THE ACTION SPILLS OUT OF THE RING, pg. 7. 


WHEN YOUR WRESTLER IS DOWN ON THE MAT: 


UP or DOWN 
CONTROL 
PAD ARROW 
roit 




WHEN YOUR WRESTLER IS BEING PINNED: 

Pres5 ANY 
BUTTON 
repeatedly 
kick ouf (if 
hove enough 
energy) 

NOTE: In a Tag Team or Survivor Series match^ your teammate may 
come into the ring to help you out. If this happens, you control your 
teammate, not the wrestler being pinned. 
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TAKING THE MATCH rO fHE AIR 

WHEN YOUR OPPONENT IS DOWN ON THE MAT: 

UP, LEFT or RIGHT CONTROL PAD ARROWS 
walk to the top half of the rifig ami into a corner, dimb to 
the top tumbuckie automotkoffy 


WHEN YOUR WRESTLER IS ON THE TOP TURNBUCKLE: 

DOWN 

CONTROL PAD 
ARROW 
dimb fifutvn 


NOTE: You may only climb the comerposts at the top of the ring, not 
the bottom. 


MAKING THE TAG 

WHEN YOUR WRESTLER IS IN YOUR CORNER: 

A BUTTON 
0 / 

e BUTTON 

tag 


NOTE: In a Survivor Series match, use the SELECT button to pick the 
wrestler you will tag next. 




ANY OTHER 
BUTTON 
flying elbowcfrop 
(ever^ if your 
opponent is out¬ 
side the ring) 
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QUICK REFERENCE CHART 


C A X V 


BOTH WRESTLERS 
STANDING 

pyjTch 

kick 

tock up 
tvilh yotir 
opponent 

mn 





v /ciWowied by 

A: run. Hying 
dtQpkk.k 

WHEW VOU ARE 
LOCKED UP 


headbutL 

supfex 

/Jl«h your 
appan^t 
rnto tbe 
/opes 

VOU R OPPONENT 

IS DOWN 

elboivdrop 

SlOftip 

Trying (Of tha 
pin 

Y foticv/&i by 

eitiowdrop 

Puts your 
opponent 
his feef 

YOUR OPPONENT 
IS RUNNING 
TOWARDS YOU 

hifHoss 

dying 

dfvpkick 

doth^iiifie 

run 

YOUR WRESTLER IS 
JN VOUR CORNER 

tag 

tog 




UP or Any Other Press Arty SUTTON 

DOWN BUTTON 


YOUR WRESTLER 

IS DOWN ON 

THE MAT 

roil 

s^tand up 


YOUR WRESTLER 
iS BEING PINNED 



kkk pyf 


Leaving the Ring Entering ihe Ring- 

LEFT or RIOHT CONTROL LEFT or RIGHT CONTROL 
PAO ARJiOW followed by PAD ARROVVS 

T EDTTON 


WHEN ONE 

walk fo rop^i, exit the 

wpik to the fopei, enter 

WRESTLER HAS 

ring 

the ring aottcm&ticnfty 

BEEN THROWN 
OUT OF THE RING 
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UP, LETT or RIGHT 
CONTROL PAD ARROWS 


VOUR OPPONENT 

IS DOWN ON 

THE MAT 

TVijJlfe io ?ilif lop buff of the ring and info a comer, ctirnt? to ffw 
[op fynib*JcUe py(OrmiJ:fc£r% 

DOWN CONTROL PAD 

ARROW Any Other BUTTON 

V0UR™EST|.£R 

IS ON THE. TOP 
TURNBUCKlf 

dimb ■cfciivn 

Hying eibwdrop 


STRATEGIES FOR THE 
SQUAREO CIRCLE 

1} Keep an eye on the Energy Meters. If your level is 
too lovy, wrestle defensively. When your opponent's 
level Is low, move in for the pin. 

2) Keep your opponent off-guard by stringing your 
moves and maneuvers together. Follow up a suplex 
with a stomp or two or slam your opponent and then 
puli him back up on his feet and slam him again. Don't 
give him time to mount any kind of offense. 

3) Before launching an aerial attack, remember two 
things: Your opponent must be lying on the mat and 
he must be within range of your jump. Land short and 
you could be in big trouble, 

4) In Tag Team and Survivor Series matches, always 
keep a fresh man in the ring. 
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THE CROWD 
AWAITS 

A Stan ding-room-only crowd in the arena and mil¬ 
lions of fans watching at home on tefeviston await 
the opening belt. The spotlight shines on the cen¬ 
ter of the ring where, in fust a few moments, you 
and your opponent will be engaged in the most 
grueling competition in the sporting world. You 
are one of 10 awesome grappters, the cream of 
the crop of the World Wrestling Federation. You 
will be wrestling not only to achieve victory, but 
to maintain personal pride. You know you have 
the skills to overcome your opponent and you 
have the determination to do whatever is neces¬ 
sary to get the job done. 

There's the bell! The crowd is roaringl Your 
adrenalin is pumping! Match time is here! 
Charge into that ring and prove to the world what 
you already know in your heart...that you ARE the 
very best in the WWF! 
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SUPER 

STAR 

PROFILES 
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Few sights in 
wrestling are as 
impressive as when 
the ''Hulkster" makes 
I Ws way into the ring. 
The fJiLjjt popuJar 
wrestler in wrestlirtg 
history, hfogart has 
held the WWr 
ChampioriShfp title 
four times. His 
legipns of fens..-.- 
" H u I ka ih a il i d e s “... 
have spurred hi nr on 
to unprecedented 
success not only in 
the ring, but also on 
the silver screen, 
where he has starred 
in such hi'tj as NO 
WdlDS BARRED, 
ftOCKY III and SUBLif!- 
BAN COMUANDO. 
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tdaneged by the 
macaibre and bizarre 
PauE Bearer. The 
Undertaker has a 
Strange fascinadpn 
(some woLild call it an 
obEession) with death. 
He has actually be^n 
knosvn to artibush 
opponents and Ipck 
them into coffins or 
place them itf tody 
bags. Despite such 
shocking activities and 
his distasteful pen¬ 
chant for graveyards 
and funeral parlors. 
The U n d e.!: t a k j 
remains a forceful, 
formidabte and deter¬ 
mined OppOnCril in 
the ring. 
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Whtn Si<f clitimj 
before n phatcb that 


"iustict will be 
served/ y*u should 


thaok your Jucky sta rs 
that you are not the 


in>ai> sL^udJf^ anrois 
the riflg from him! 
lust ice boasts a 
rematfeably chiseled 

a..daily yy^g^f|s.g.ut..iegl- 


meo that has cata- 
fStilted him Into the 


top lanks of 

powedul men in the 



him to launch a 


pdWer attark that cs'aft 


impr^^Stve^ as h^ 
lxw|y, 
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6’6", 279 lbs. 


The Million Dollar 
Man rS unquestion¬ 
ably the wealthsest 
competitor in the 
WWF, and lie fte- 
quenlly uses tiiat 
wealth to Fuftiier his 
own career (Lo the 
point, some say, of 
bribing referees and 
officral^. thrS Is just 
in keeping with his 
fayofite' iay in g, 
“Everybody has a 
pjl’fe"' iyi6rase"'tthds 
that prfe^ and' pSys . 
He is a peerless ring 
tact!Stan who often 
takes sirartcuts. tq, vic¬ 
tory. Obnoxious and 
Siyogant( he .tisg- been 
featured OO Llf£- 
^Ty;h^& *1 thi RICH 
arrd FAMOUS. 
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Like his Legion of 
Dmiti partner. Hawk, 
Ariirrai grew up on 
I lie mean streets of 
ChiiMJO. His iilcreiii- 
blic upper -body 
itrGngtti enables bim 
tb w£i|^e a power- 
based attack that 
oppunenLi can w^h- 
Staod. Despite sych 
power. Animal's 
greatest strength may¬ 
be hFS relentless feroc¬ 
ity; Once he begins 
hii-s attack on his 
opponeji.t, iji.ere .is 
rio letup until thiit 
oppoitertt has been 
pyjititieled into 
submJs^ion. 


IS 




6*101/2", 328 lbs. 


I 

1 . 


Orre-hall of the Legion 
of Doom (with 
Animal), hi^wk is a 
powerful hitsifA^r wh* 
favors using tlie 
dotbesline, a mariey- 
■vcr that bas the power 
to trfcak a man's neck 
as his body is sent 
spinning vrildly to the 
CAitvais. Unconlfolled 
destJ-Lictibn i?’what 
Hawk's ring style is all 
about And he c;<e- 
i;y;tes all of firs moves 
with t h a t 3 i r tl e 
"'OKirA." As he hoars 
an opponent cry otilf 
in pain. Hawk is likely 
to respor^d, "OoMh, 
what a rush!" few 
would doubt that this 
big man is enjoying 
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One of M^tural 

Disasters {tOflnne-cl 
wit^ oon), 

Earthquabe is 5 moun- 
Jflin of a man, ^vhose- 
v^fy phyi^cal pres¬ 
ence is enough to 
F n fi m i rf a f e many 
opponents^ hfij 
"Earthquake Splash,."’ 
ir which he prir^gs the 
£441 brunt of tiii 46 £ 
prjunds tp bare on his 
opponert's chest, is 
an awesomely 
destructive move: it 
onc^ sideErr'ied hdn^ 
dtitti ('hah hfufV. 
HOyan for sfw rtiOnlhs! 
^^'tes-tipng Earthquake 
1$ iike \yt:fi.illihg ivyo 
meri a l a time.; -■ 
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rafiT'Jl 








This big rnan, vvho 
comprises one haTi^ of 
Ul& Natural Disasters^ 
lakes his name very 
seriously. Eve^ tiriVe 
he steps thrpugH the 

ropes, it is imJeed a 

•*> i''- \'V 

disast^t.. .for nis oppfr 

T yphodri is‘as 
tGlenlless in his attack 
es the St&rm fbf wWfh 
he- is nametf . ..and 
often causes as much 
damage. '“There are 

I 

no emergency precau¬ 
tions to protect you 
from Typhofi g^ e 
says. Wse meo heed 
that wflining. 
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"Tht iSnak.E'^ i; 
ri.a(fltd. Ouitt-and 
iji^s Leri DUE, R-obertS 
slithers his way 
fin rough the ViTW-F 

omnys cobra' he 
(t^fhes hii fallen 
6 pp(jfii?nts, One 


nevef knows wlwn^e 
will '.stfike, but when 



remarkabJe ability to 
absorb punishineriit 


and to inflict it ^ wetl. 
His fayouje move, 
DDT, -lisf .the 

rfiosl punishing Fn the 

vMf. 

Sii a k R a hd yotj wfl I 
^od- you have not 
done much nnbretfwn 
ma^ke^, 

determined t ^sjn k hts 

, C,--> 

fangs into you. 
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m^iiii_in 












inmTiBrT 


TL^ Macho btan may 

...■■7 ,. ■ .7 

be drp of 'fhti ttidiit 

cotorfill indjvidu.ais }n 
rRie> WWF, hbi he ts 


also ono of the most 


d an g e rbv OE Ee n 

actormpamed by his 

najpe/^4AcJ 
7 -' -■ ' 7 "' 

wife,, .Elizabeth, 

Savage boas^a ring 
's'a llr^^t- 
ahead blend of $ci^ 
£nce, street brawting 

and aertol. tactics. His 

U—■ 

daring leaps from the 

- - -- 

top tornbtickie' fi'aye 


impressed millions of 
fap^Si;—;^fJi0.;lect tct'the 
defeat' of hurid r^s of 
frustrated ojJptinentE. 
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LJN Ud., UMITED WARRANTY 


LJN LTD. warrants to th^ original purchaser only of this UN soft¬ 
ware product that the medium on which this computer program is 
recorded is free from defects in materials and workmanship for a 
period of ninety (90) days from the date of purchase. This LJN soft¬ 
ware program is sold "as is," withool express or implied warranty of 
any kind, and LJN is riot iiable for any losses or damages of any 
kind resulting from use of this program. UN agrees fur a period of 
ninety (90) days to either repair or replace, at its option, free of 
charge, any LJN software product, postage paid with proof of date 
of purchase, at its Factory Service Canter. Replacement of the car¬ 
tridge, free of charge to the original purchaser (except for the cost 
of returning the cartridge) is full extent of our liability. 

This warranty is not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be void if defect in the 
LJN software product has arisen through abuse, unreasonable use, 
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLI¬ 
GATE UN. ANY IMPLIED WARRANTIES APPLICABLE TO THIS 
SOFTWARE PRODUCT INCLUDING WARRANTIES OF MER¬ 
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE, IN NO EVENT WILL LJN BE LIABLE FOR ANY SPE¬ 
CIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULT¬ 
ING FROM POSSESSION, USE OR MALFUNCTION OF THIS LJN 
SOFTWARE PRODUCT. 

Some states do not allow limitations as lo how long an implied 
warranty lasts and/or exclusions or limiiatrorts of incidental or con¬ 
sequential damages so the above limitations and.^or exclusions of 
liability may not apply to you. This warranty gives you specific 
rig his, and you may also have other righls which vary from state to 
state. 

This warranty shall not be applicable to the extent that any provi¬ 
sion of this warranty is prohibited by any federal, state or municipal 
law which cannot be pre-empted. 


COMPLIANCE WITH FCC REGULATIONS 


This equipment generates and uses radio frecjuency energy and if 
not installed and used properly, that is, in strict accordance with the 
manufacturer's instructioinis, may cause interference to radio and 
television recopiion. It has been type tested and found to comply 
with the limits tor a Class B computing device in accordance wiih 
the specifications in Subpart J of Pad 15 of FCC Rules which are 
designed to provide reasonable protection against such interfer¬ 
ence in a residentiat installation. However, there is no guarantee 
that interference will not occur in a particular installation, tf this 
equipment does cause inierference to radio or television reception, 
■which can bo determined by turning the equipment off and on, the 
user is encouraged to try and correct the interference by one or 
more of the following measures. 

-Reorient the receiving antenna 

-Relocate the Super NES with respect to the receiver 

-Move the Super NES away from Ihe receiver. 

-Plug the Super NES into a different outlet so that 
the computer and receiver are on different circuits. 

If necessary, the user should consult an experienced radio.i'teievi¬ 
sion technician for additional suggestions. The user may find the 
following booklet prepared by fhe Federal Communications 
Cornmission helpful: How to Identify and Resolve Radio-TV 
Interference Probleims. This booklet is available from the U.S. 
Government Printing Office, Washington, DC 20402. Slock No. 
004-000-00345-4. 

LJN Ltd,, 1 Spring Street, Oyster Bay, NY. 11771. LJN Game Holline: 
(S16) 6£4-93M. Disirlbuled by Acclaim Distribution, Inc. 

WWF@ Super WrestleWania'^ is a tfacJernark at TitanSports, inc. ©1991 
TitanSports, Inc. All rights reserved. Hulk Hogan'^ and Hylksier"” are 
tredemarks of Marvel Entertainment Group, !nc., Eicensed exciusively to 
TitanSpprts, Inc, Ail olher distirctive character names, titles, fogos, and 
likanesses used herein are (rademarks of TitanSports, Inc. All rights 
reserved. LJN'??!. is a rfademark of LJN, Lid, v:.-i99i lJN. Ltd, AM rights 
reserved. Nintendo®, Super Nintendo Entartammeni System® and the offi¬ 
cial seals are registered trademarks of Ninierteo of America tnc. Game Pak 
(SNES-GP). Printed in Japan. 
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